The effects of using language games in teaching grammar among lower secondary school students of different gender / Ruzilah Md Sharif by Md Sharif, Ruzilah
UNIVERSITI TEKNOLOGI MARA
THE EFFECTS OF USING LANGUAGE
GAMES IN TEACHING GRAMMAR
AMONG LOWER SECONDARY SCHOOL
STUDENTS OF DIFFERENT GENDER
RUZILAH MD SHARIF
Dissertation submitted in partial fulfillment of the requirements
for the degree of
Master of Education
(TESL)
Faculty of Educ~tion
June 2012 .
DECLARATION
I declare that this thesis is my own work. Other writers' opinions, ideas or findings included in
this thesis are quoted or cited accordance standard.
RUZILAH BINTI MD SHARIF
2008739193
June 2012
ACKNOWLEDGEMENT
The completion of this thesis is due the assistance of many individuals. Without their 
generous and expert help, insightful comments and continuous encouragement, I would not have 
been able to complete the study and this thesis.
First and foremost, I would like to thank Allah SWT because of HIS shower of blessings, 
I able to finish this thesis.
I would also like to express my sincere and deepest gratitude to Professor Dr. Fattawi 
Mokhtar as my Supervisor, for his invaluable ideas, patience, guidance and valuable time spent 
in reading, correcting my drafts and also guiding and assisting me thoroughly in finishing my 
research write-up.
My deepest gratitude and appreciation also goes to all the lecturers of Post Graduate in 
Teaching English as a Second language (TESL) program, who have educated me and given me 
skill and knowledge.
I would also like to thank the Principal of Sekolah Menengah Kebangsaan Seksyen 16, 
Shah Alam Selangor, who allowed me to carry out this research. Then, I also want to express my 
great gratitude and appreciation to Puan Laila Marzinah and form two Mutiara and Zamrud 
students of Sekolah Menengah Kebangsaan Seksyen 16, who supported me and helped me 
throughout my field-work exercise in school.
ABSTRACT
Using language games in ESL classroom may be one of the alternatives to encourage
stude nts to engage in class activity and at the same time to improve their proficiency levels. This
study was conducted to examine the effects of using language games in teaching grammar and
also to find out the stude nts' performance in pre -test and post test of the experimental and control
gro ups. For thi s purpose, a total of 56 Form Two students studying at Sekolah Menengah
Kebangsaan Seksyen 16, Shah Alam Selangor were chosen as samples. The samples were
assigned to either experimental or control groups in which the experimental group used language
games in learning grammar, while the control group learning grammar in a traditional way. Data
gathered from the pre -te st and post-test were analysed descriptively. In addition, two set s of
questionnaire were given to the experimental group to see their attitudes and motivation towards
language games and games used in learning grammar. The findings show that there is significant
difference in the scores between students taught using language games and students taught using
traditional method, F (1,54) = 62.930, P < .05. However, the findings show that there is no
significant difference between male and female students in the scores of the experimental group,
F (1,26) = .376, p > .05. The findings also show that there is a correlation between students'
scores and their level of motivation towards the games used in learning grammar (u = .037).
Finally, the findings show that language games bring positive impact towards students' attitudes
and motivation towards learning grammar. The study suggests that while students accept the
effectiveness of using language games in learning the simple present tense and the simple past
tense; there were some other aspects of grammar to be put into consideration in mastering
English language. Recommendations for future studies and solutions were discussed.
Hopefully, this study would be able to provide some useful insights for effective implementation
of language games in ESL classroom.
iv
ABSTRAK
Penggunaan permainan bahasa di dalam pengajaran dan pembelajaran Bahasa Inggeris 
mungkin salah satu cara untuk menggalakkan pelajar menyertai aktiviti di dalam bilik darjah and 
juga untuk meningkatkan tahap penguasaan pelajar terhadap bahasa tersebut. Kajian ini 
bertujuan untuk mengkaji kesan penggunaan permainan bahasa dalam proses pengajaran dan 
pembelajaran tatabahasa Bahasa Inggeris dan juga untuk melihat pencapaian pelajar di dalam 
ujian pra and ujian pasca. Untuk tujuan ini, seramai 56 orang pelajar tingkatan dua dari Sekolah 
Menengah Kebangasaan Seksyen 16, Shah Alam dipilih sebagai subjek. Subjek telah 
dibahagikan kepada Kumpulan Eksperimental dan Kumpulan Kawalan. Kumpulan 
Eksperimental menjalani pembelajaran menggunaan permainan bahasa manakala Kumpulan 
Kawalan pula menjalani pembelajaran secara tradisional. Data yang diperolehi daripada ujian 
pra dan ujian pasca dianalisa secara diskriptif. Sebagai tambahan, 2 set soalselidik diberikan 
kepada kumpulan eksperimental untuk melihat tingkahlaku dan tahap motivasi pelajar terhadap 
penggunaan permainan bahasa dan juga terhadap bahan permainan yang digunakan sewaktu 
pengajaran tatabahasa. Keputusan kajian menunjukkan bahawa ada perbezaan skor antara 
kumpulan eksperimental and kumpulan kawalan, F (1,54) = 62.930, p < .05. Walaubagaiman 
pun tiada perbezaan skor di antara pelajar lelaki dan pelajar perempuan dalam kumpulan 
eksperimental, F (1,26) = .376, p > .05. Keputusan kajian juga menunjukkan ada hubungan 
( ‘correlation’) di antara skor pelajar dan tahap motivasi terhadap penggunaan permainan bahasa 
dalam proses pembelajaran tatabahasa. Akhir sekali, keputusan kajian menunjukkan bahawa 
penggunaan permainan bahasa telah memberikan kesan positif terhadap tingkahlaku dan tahap 
motivasi pelajar terhadap penggunaan bahan permainaan bahasa dalam proses pembelajaran 
tatabahasa. Kajian ini mencadangkan walaupun pelajar menerima keberkesanan penggunaan 
permainan bahasa dalam pembelajaran ‘simple present tense’ dan ‘simple past tense’, terdapat 
aspek-aspek lain yang perlu diambil kira bagi menguasai Bahasa Inggeris. Semoga kajian ini 
mampu membekalkan maklumat yang berguna untuk pelaksanaan penggunaan permainan bahasa 
dalam proses pembelajaran dan pengajaran Bahasa Inggeris.
